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ae. Grenadier Models UK Ltd. 


29mm Gaming Miniatures 


Dept. P, 29 Grange Road West, Birkenhead L41 4BY 
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MIDDLE EARTH BOXED SETS 
Sel 1 SHELOB'S LAIR £4.50 containung 
SHELOB. 
VEANTUR, Captain of the Tower, 

CALIME HALFELVEN, Mage of the 

Tower 

SKARGNAKH, Chuehain of the Uruk -ongrum, 
COCOONED VICTIM 

TREASURE 

ORC GUARD with SWORD, 

ORC CUARD with GLAVE 


Sei 4 ILLMEN OF THE 
TROLLSHAWS £4.50 containing 
BROK. Hall Troll 

PRUG 

TA-FA-LISCH. Ghost of the Petry 
Dwarves 

DUNMAN SCOUT 

MIFFLI, Petty Dwarl Mage, 
MONG-FINN, Leader of the 
Hillmen, 

NARLGA, Half-ore Mage 
TROLL BOOTY 


also available £4.50 per set 
Se: | FELLOWSHIP OF THE 
RINGS 

Sei 7 SAURON'S DARK ONES 


Trade Enquines Welcome 





Spawn of 
Cthulhu 


Code No.: 225 
Size: 

48mm from base 
to wing-tip 
Price: £1.50 


NEW 
MINIATURE 
PAINTS 

To get the best 
from our figures, 
we recommend 
Miniature Paints. 
In fact we think 
they're so good 
that we've 
adopted them as 
our official paints. 
Supplied in 18m] 
jars at 70p each. 


NLAIL ORDER 

fram address at 

top af page Pay by 

cheque or PO made 

oul to Grenade 

Models UK Lid 

Alternatively, pay 

by ACCESS (see below) Do not 
send cash or bank notes. 
ACCESS CARD HOLDERS use 
your credit card as a convement! 
way ol paying for mail order 
Grenadier Figures 

Order in the normal way by post 
including your ACCESS number 
La] | 


ORDER BY PHONE 

USING ACCESS the quckest 
and most convenient method 
of all 

Call 051 647 4611, place 

your order and have all 

your questions 





BUSHIDO RANGE 
£1.25 each 


Bee ben Saas 901 Heroes of Nippon 1. Cement 32. Ruby 
1-4 blister packs add 302 Ninja Attack 2. Metal Primer 41. Bright Red 
0p | box set add 30p 903 Clan of the Assassins 3. Matt Varnish 51. Orange 
. in ee P 904 Swords Against the shadows 4. Black 61. Yellow 
64 blister packs 905 Mounted Samurai and Retainer 5 White 71. Flesh 
2+ boxed sets : : 
5+ bottles paint. or é 6. Medium Grey 81. Leather Brown 
ncanbsination ot beet” GAME NEWS GrassG 
sa ahhedey chased : ll. Grass Green Bé. Earth Brown 
a any order turely : The ec. ek date American gates shay that lg. Dark Green 83. Chocolate Brown 
soneictina of keeps you informed of trans-atlantic 21. T | 
Magaines - post free developments. Curent issue £1.95 post free 29 sears Hi oe ti 
aes. edium Blue . ollVver 

| 23. Navy Blue 93. Bronze 

FANTASY LORDS RANGE 31. Violet 94. Brass 


Cl 25 excep! where 
marked otherwise 
101 Adventurers 
li2 Females 
103 Frost Giant 
104 Clenes 
105 Were Creatures 
[O68 Skeleton Cavalry 
lOT Halflings 
l08 Goblins 
109 Orcs 
110 Dwarves 
lll Monks 
liz Elves 
113 Specialists 
114 Undead 
115 Bugbears 
116 Golems 


117 


119 
120 
121 
122 
123 
124 


£1.30 


125 


Dragon Men - 
1.50 


118 Scorpions 


Hull Giant 
Wing Folk 
Krughts 
Wizards 
Lizard Men 
Greenwood 
Adventurers 
Armoured 
Dragonmen 


£1.50 


1.50 


» Skeleton Cavalry 


barded horse 
Faruliars and 
Homocul: 

St George and the 
Dragon 


2g 
130 


13] 
132 
133 


Undead Orcs 

Bolt Thrower with 
Undead Crew of 2 
Dwarf Hydra - 
£1.50 

Flying Carpet and 
Crew 

Elie Skelton 
Infantry 
Umberbulk 
Armoured 
Centaurs 
Goatkin Warriors 
Storm Giant - £1.50 
Orcus £1.50 
Demons 

Searcher of Souls & 
Wrihing Crusher 
£1.50 


£1 50 





CALL OF CTHULHU RANGE 


{1.50 each 


201 
202 
203 
204 
205 
206 
207 


Federal Agents 
Hoodiums 
Adventurers 


Investigators 
Cops 


Companions 
Undead 
Ghouls 
Mi-go and 
Se pe nimen 


208 
209 
210 


Master Cnrunals 


Ghost and Hormble 


211 Sand Dwellers 
2l2 Deep Ones 
213 Daredevils 
214 Law Enforcers 
215 Newshounds 
216 Intrepid Sleuths 
217 Monsters of 
Madness 
Hound of Tindalos 
with Ghoul and 
combie 
Winged Horrors 


220 Dark Young of 
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226 
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shub-nigqurath 
and Shoggoth 
Cthomans 
Nyarlatholep 
Tsalhogqua 

Old One and 
Dimensional 
shambler 

spawn of Crhulhu 
Hunting Horror ol 
Nyarlathowep 
Great Race of ¥ith 





| Dee and a pencil are all you need to begin this 
adventure — then you decide which route to take, 
which dangers to brave. 


As you progress in your Quest, you are likely to 
encounter various traps, or face monsters. You will 
also get information, or find certain items which will 
be of help to you in your quest. You should record 
these items in your quest sheet as well as keeping an account 
of the powers you have left. As you use up powers, 
remember to cross them off your quest sheet. 


It is important that you build up a map of the way. 
You may not succeed at your first attempt, but each 
new journey will give you more information — until 
you are at last successful in your quest. 


If you try to read the magazine in numerical order, it 
will make no sense. You must choose, when you are 
given the choice, which section to turn to, and which 
traps, puzzles, or monsters to face. Good luck! 
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~) LONE WOLF £325 
, ty | Dever and Chalk \ 6, | 


The 
Kingdoms of 


Terror 


Deep within the hostile Stornlands lies the 
Lorestone of Varetta. a treasure that holdsthe | 
power and wisdom of your warrior ancestors 


THE FIRST — 
MAGNAKAI ADVENTURE 
A breathtaking Start to the Lone Wolf 
‘Master’ series — only £1.75 from all good 
bookshops and gamestores — now! 


ENTER A DANGEROUS WORLD. The Lone Wolfbooks | 
are action packed solo adventures set in the fantastic 
| world otMagnamund. As Lone Wolt— last of the Kat 
Lords - you possess warrior skills (hal can aid your 
survival, As the adventure untolds from page to page 
dnd trom book to book, you will gain new skills an 
experience that will help you int vit a against your 
mortal enemies — the Darklords of Helgedad 
@ Over 40 superb line drawings plus a full-colour 
game map and Action Chart 
@ No dice needed The unique combat system allows 
you to be Lone Wolf, whenever and wherever you like 
| @ Computer software. metal miniatures. Tshirtsand = 
Lone Wolf Club membership available 


THE LONE WOLF ADVENTURES 


Aunque lantasy gamebook senes - each episode can 
be played separalely. or combine them allto create a 
fantastic role playing epic 





fo Anow Publication. Dept AF. Brookmount House 6) 65 Chandos Place Covent | 
Garden. London WO2N 4NW 

for further intormation on Lone Wolf Club membernstup/merchandive please Complete 

this coupon. And send to the address above 





Name | 
| Ais kf ay 1) ol 





Acicine ss . | 


When you haven't got 
allnight-play ~ 


Sa 


= Compelling 
New Board | 


Game Zoe | 
" = § A Tactical 
see sERacethrough the 
hazards of deep space 


@ = for2~4playlers lasting |~2 hrs 
when you have first visit 
Croydon's leading 


R.P.G. & Fantasy 
Figures stockist 


Ist floor , 
Croydon Indoor Mkt. ity St. x 


01760 07 in 


Cemple of Games for London 
and the Home Counties 


[EISURE GAME 


91 BALLARDS LANE 
FINCHLEY, N3 
01-346 2327 


(Just 3 minutes walk from FINCHLEY CENTRAL UNDERGROUND) 





OPEN 6 DAYS A WEEK 9 30am-6.00pm (SAT - 5 30pm) 


VAST STOCKS COVERING ALL MAJOR RANGES AND 
A HOST OF ACCESSORIES AND FIGURES 
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OUR DECADES have passed since the terrible war 

of the three Geostates, in which seven hundred 
towns and cities had been razed to the ground and 
thirty million people perished. 

In the post-war period, there was no longer any 
bitterness or resentment, but a steady attempt to 
build for peace — amid uncertain security. For, with 
the emergence of the ruler Zartog as the undisputed 
leader of the Eastern sector, his attempts to extend 
his empire are once again posing new and evil 
threats to inter-sector peace throughout the New 
World. 

His fierce army of highly-disciplined Bewo war- 
riors and mutant anti-world creatures are universally 
feared. The fragile balance of power is maintained 
only through the possession of the Key of Peace, a 
Key of great magical power, now held by the Great 
Western Warrior of the Inter-Sector Brotherhood . . . 

... The year is 2058 A.D., and the Great Western 
Warrior has been long forgotten. With continuing 
hostilities within and between all the sectors of the 
New World, there is little hope of avoiding the 
Armageddon predicted by the ancients. 

But before he died, realising that his death was not 
far off, the Great Western Warrior divided his magic 
Key into four parts. He travelled to each sector of the 
New World — North, South, East and West, entrust- 
ing one part of the Key of Peace to a loyal subject in 
each sector. 

He instructed them that it should be given up only 
to a member of the Inter-Sector Brotherhood, who 
would be recognised by the unique steel badge — a 
representation of an olive branch over a sword — 
worn by a member on the left shoulder. 

Now that the survival of the Geo-Human race is 
once again threatened by Zartog and his army, the 
Key must be made whole again, and restored to its 
rightful place in the tomb of the Great Fathers. 
Then, the warrior who can achieve this feat will be 
granted superhuman powers which will ensure 
continuing peace throughout the Geostates. 

As the sole survivor of the Inter-Sector Brother- 
hood, you may lay claim to the warrior’s crown, and 
the steel shoulder-badge, which will endow you with 
powers beyond the imagination of the people of the 
New World. With these powers, you — and only you 
— can succeed in once again restoring peace and 
tranquility to the New World. 

If you decide to take up this challenge, you will 
have to travel to the outer limits of each of the four 
Geo-States, meeting on your way strange and 
grotesque figures of the anti-world who, like you, 
possess magical powers. Your task will not be an easy 
one, but a solitary pilgrimage, a mission of mercy 
with no help on the way and no thanks at the end. 





But if you believe that the lives of five million 
Geo-Human beings are worth the effort there is no 
alternative — you must try. 

Before starting out on this adventure, you will 
need two dice and a few sheets of paper. There is a 
Quest Sheet printed overleaf, with headings for you 
to write down items you have discovered, secrets 
learnt, and to keep a record of your High- and Low- 
Order Powers. You may find it easier to copy these 
headings down onto a separate piece of paper. 

The other pieces of paper will be necessary for you 
to make a map of your progress during the hunt for 
the Key of Peace. As you may not succeed at the first 
attempt, you should keep all your maps, as they may 
be useful if you are strong and brave enough to try 
again. 

The dice will determine the /nitial Values of your 
Geo-Secular powers. During your Quest, your 
powers may be enhanced through experience or 
circumstance, or, as you become battle-weary, be 
diminished. You are allowed three Powers of the 
highest order — Flight, Invisibility, and Strength — 
but you must be frugal in their use. Because of the 
great difficulty of your task, the Gods of the Inter- 
Sector Brotherhood have also allowed you four Low- 
Order Geo-Secular Powers. Once again, you must 
use them sparingly. 


Progressing through your journey 

At the end of each section, you will usually have a 

number of options open to you. You may only 

choose an option if you have the powers necessary. 

For example, if at the end of a section, you read — 
Will you now: 


Use your power of Flight? Turn to 120 
Use the Power of Enchantment? Turn to 190 
Decide to stand and fight? Turnto 31 


then if you want to turn to 120, you must have some 
points on your Flight score; otherwise, you must take 
another option. If you have none of the necessary 
powers your Quest is over. 


Rules for fighting 

As you progress in your journey, you will have to 
fight the powers of evil, other warriors, or monsters 
determined to prevent you from gaining the Key of 
Peace. Each creature or monster will have its own 
Strength score, given in the text; you should make a 
note of this when you meet the creature. 

To resolve a battle: 

1. Roll two dice and record this result, which 
will be your Fighting Power for the first round of 
battle. 

2. Roll two dice again — this 1s your opponent’s 
Fighting Power for the first round of battle. 


3. If your Fighting Power is greater than your 
Opponent’s, you have struck a successful blow, and 
you deduct 2 points from your opponent’s Strength 
score. However, if its Fighting Power is greater, it has 
wounded you, and you deduct 2 points from your 
own current Strength score. If both scores are the 
same, you have parried each other’s blows, and are 
both uninjured. 

4. Repeat 1, 2, and 3 above for consequent 
rounds of battle until one of your Strength scores is 
zero. The other is the victor. If your Strength score 
reaches zero, your Quest is over — a zero Strength 
score means death. 

5. Because of your great powers, if you roll a 
double six, you have won the battle outright. If your 
Opponent scores a double six, you have been very 
badly injured by it — lose 5 Strength points. 


Losing and gaining points 
Every time you use any of your special powers, roll 
two dice and deduct the result from your current 
score. You roll the dice after you have used the 
chosen Power - so that if, for example, you have only 
3 Invisibility points left to you, and you roll 10 with 
the dice, your Invisibility score is then simply 
reduced to zero, and you can no longer use this 
power. 

You may still continue your journey using other 
powers, but if your Strength score is reduced to zero, 
your Quest is over. 


Geo-Secular Powers 
Roll the dice three times and add ten to each score. 
These three results will be your initial power values 
for Flight, Invisibility, and Strength, respectively. 
You may now choose only four Low-Order Powers 
from the List of the Gods: the starting value for each 
of these is fifteen. The starting values for your Geo- 
Secular Powers, as well as the four Low-Order 
Powers, should be recorded on your Quest Sheet. 
Note that, as with Low-Order Powers, when you 





die TIME has come for you to accept the 
challenge, and bear the responsibility of the 
Warrior. You are in the old halls of the ancient 
masters, at the centre of the Western Sector. 

Where there was once an air of prosperity and 
grandeur there are now only the remains of destruc- 
tion and desecration, and a powerful, lingering smell 
of death. Your heart is pounding, and, despite inner 
feelings of sadness and fear, you are filled with a 
tingling excitement. 

The main hall is cold and forbidding, the silence 
causing each breath and every step to echo and 
reverberate. As you approach the altar of the Gods of 
the Inter-Sector Brotherhood, you reverently take 


4 


use your Geo-Secular Powers you must roll two dice 
and subtract the dice score from the value you have 
at that time for the Geo-Secular Power used. When 
any Power score is reduced to zero, you may no 
longer use it. 

Now decide which four Low-Order Powers to 
choose; record your choices on the Quest Sheet. 


Low-Order Powers 

The gift of Zephone: 

This gift will enable you to perform feats of magic 
which may help you through your perilous 
journey. 

Breath of the dragon of pyroxen: 

With this breath you can control a powerful jet of 
fire, hotter than the sun itself. 

Gift of prophecy, inherited from the Great Gods of 
the all-knowing: 

Foretell the future — but beware: even knowledge 
of the future can be misleading. 

The Power of Enchantment: 

This can be used on any creature to put it 
immediately under your power. 

Eyes of the Great Predator: 

Distance is no object with this intense vision — you 
are able to see through any obstacle, made of any 
substance — except Grigon. 

The gift of knowledge: 

A gift which could prove to be the most powerful 
of the Low-Order Powers. 

Breathing-power of the Neptunian Gods: 

Survive without air, under water or in the midst of 
asphyxiating gases. 

Speed of the light-travellers from the planet Jay: 
Travel at the speed of light to outrun any of the 
known killers in the New World. 

Self-healing power from the school of the Old 
Zenbians: 

This is the art first taught in the school of the Old 

Zenbians — enabling you to restore yourself to 

good health and fitness. 


TiS... 


the badge of the Brotherhood from its tabernacle, 
and, with great pride, pin it to your left shoulder. 
You are at once overcome by an overwhelming 
feeling of warmth and goodness. You know now that 
you are the Warrior of Peace, blessed with all the tra- 
ditional attributes, and confident in the task ahead of 
you — an explosive, blinding, flash of light throws 
you to the floor — you see that the altar itself is 
engulfed in a mass of flames. 

A great voice thunders, breaking the silence: 

“Behold — I am Shinderg, Supreme God of the 
New World.” 

And, for the first time, a mere Geo-Human is 
privileged to see a Supreme God. His clothes of pure 
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Quest Sheet 


Geo-Secular Powers 
Slight: 

Invisibility: 
Strength: 


Lom-Order Powers 
1. 


2. 
J. 
4. 


Jtems Discovered 





Grigon (low about him, reflecting the laser beams 
mirrored by a small window behind him. Crystalline 
eyes sparkle in his frosty face, a face warmed only by 
his long beard Transfixed, you can only stare at this 
awesome creature, hardly daring to 
breathe. 

You wait. After a pause, a mere 
lifetime, he once again roars: 

“You are the Great Warrior, by 
direct descent, and like your 
fathers and fore-fathers, you will 
fight for peace, freedom, justice 
and humanity. 

“In your Quest for the four 
quarters of the Key of Peace, all 
your special attributes’ of 
Strength, Agility, Bravery and 
Discretion will be tested to the 
limit. It is quite possible that you 
will fail in your mission, but 
should you succeed, the Gods will 
be for ever in your debt. I can give 
you only this message to help you: 

“Beware of the gales which blow 

from the East, 









The answer is near, if you search your heart. 
After gaining without battle, the first of the Key, 
You must press onwards, down to the sea. 
But before you sail, beat the evil Gorf, 
And hunt for the 
though not to the North. 
For the third part, 
place is best, 
But you must beware: though 
it could be West. 
The last is the piece to open 
your heart. 
You must go to a place a pole 
apart. 
Remember that, on your way 
you may die 
And only I am the one who 
will not lie.” 


second — 


only one 


As he speaks his last words, the 
fire wanes, restoring the coldness 
to the great halls, impressing the 

reality of your position on your 
heart and soul. Shinderg has van- 
ished, and you are alone. 


For these are the winds which love Equipped with your sword, special 
you least; powers, the badge of the _ Inter-Sector 
But where is the place for your Brotherhood and an old map, you __ turn 
journey to start? to leave... 
Yow read on.... 
1 2 


There are four ways out of the great halls, four doors 
marked North, South, East, and West. Will you: 


Open the North door? Turnto 27 
Open the East door’? Turnto 47 
Open the South door? Turnto 33 
Open the West door? Turnto 65 
Use your gift of knowledge’? Turn to 70 









SING. BOE 


There is a pause, and then GABORDEX informs 
you that you have answered correctly. Reaching into 
a gold casket, GABORDEX pulls out the third 
quarter and reluctantly hands it over. 

You are about to leave when you think that you 
might get some help from one of the guards, and so 
you decide to rest for a while at the palace. Turn to 
81. 


3 
The road South follows the coast. You pass a small 
inlet, and a road from the West, running parallel 
with a small stream. Ignoring it, you continue South. 
Turn to 22. 
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4 
The MONOCULUS lies quietly at your feet, and 
you begin to feel very weary — but you press on. 

You continue East, penetrating further into the 
depths of the Eastern sector, avoiding any further 
trouble until you are confronted by a small band of 
BEWO WARRIORS. The tallest of the pack, a fine 
looking member of the Garymalts clan, speaks: 

“Tam the holder of the second quarter of the Key. 
Turn back or prepare to end your miserable exis- 
tence on the Eastern land. I too possess great powers 
of magic once bestowed upon me by the very gods 
which claim to be your protectors”. 

With this, the rest of the pack back away, leaving 
only you and him, both uneasy — although airing an 
outward look of confidence. You stand your ground. 
The BEWO WARRIOR has a Strength score of 12, 
and no magic or other such powers will help you. 
You must fight. 

If you win the fight, turn to 35. 


5 
The BRIMGETH advances steadily, driving you 
back as you parry the fierce battleaxe-blows with 
your shield. You get in a good blow with your own 
sword, but you are not strong enough to defeat such 
an opponent. You fight bravely, but in your weak- 
ened state you will die in combat — your Quest over. 
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The ship’s captain tells you that he is travelling to 
the Eastern sector and will take a route West, then 
due South then due East following the south coast of 
the Western sector, then across the great ocean to 
make landfall on the Western coast of the Eastern 
sector. Turn to 58. 


7 
As the last syllable leaves your lips, the vessel starts 
to move away from its moorings; powered by an 
invisible force, it is guided out of the harbour. You 
are rather wary and somewhat awed by this, but there 
is little you can do as the ship turns North and heads 
out to the open sea. 

Settling down into the wheelhouse to consult the 
charts, you fall asleep, oblivious to the world, as the 
unmanned craft transports you across the gently 
rolling waves, heading East before turning South. 
Turn to 83. 


8 

Frustrated and tired, you press on along the Western 
pathway which turns South and then after turning 
East brings you to another junction. Once again 
flipping a coin you make a decision: if it lands Heads 
up, you will continue East — turn to 60. If it lands 
Tails up, you will go South — turn to 42. Now toss a 
coin to decide your fate. 





A powerful cut from your sword knocks the BRIM- 
GETH’s axe to the floor, a second mighty blow 
sends him reeling backwards. 

Gasping for breath, the sweat running into your 
eyes, you close in for the kill. The BRIMGETH 
backs away, fading into the shadows of the great 
halls. 

Exhausted and perplexed, you hunt for the 
awesome warrior — and as you do so, you feel a 
reassuring presence at your side: turn to 117. 


10 
The two antiworld creatures dead, the horrific 
images diminish, leaving just two corpses at your 
feet. However, your passage 1s still barred by the wall 
of ice — and you try to find a way through. 

Luckily, you notice a slight flaw in the crystal 
structure and so begin to hack away with your sword. 
Cold and bleeding, you squeeze through a narrow 
gap, revealing a pathway to the Eastern shores of the 
Eastern sector. You make your way forward. Turn to 
130. 








11 
Passing North out of the great cavern, you enter a 
long tunnel, cold and damp but well lit. Wearily you 
carry on until you come to a sharp turn taking you 
Eastwards. Turn to 38. 


12 
The Southbound road is very short and you quickly 
come to its end. There are two roads, one going East, 
the other leading to the West. You are almost 
exhausted but, knowing that the world is in grave 
danger, you make a quick decision. Will you go: 
East? Turnto 80 
West? Turnto 19 


13 
The passage heads West before coming to another 
junction. Reminding yourself not to lose heart, and 
that you must find the last quarter of the Key of 
Peace, you take a chance, taking the passage: 


North? Turnto 75 
South? Turn to 123 
Continuing West? Turnto 99 
Back East? Turnto 14 


14 
The passage East brings you to a three-way junction, 
one route straight on, the other South. Will you: 
Go South? Turnto 94 
Go straight on? Turnto 48 


15 
You arrive back at the Western harbour exhausted, 
just in time to board a ship about to sail. 

Not knowing its destination you climb aboard, 
knowing it must be sailing to another sector. The 
ship ready, it sets sail out of the harbour so you seek 
the Captain for information. Turn to 6. 


16 
Staring at his single lens, you call upon the Power of 
Enchantment. The creature is immediately sub- 
dued, and purrs like a hungry cat brushing up 
against its keeper. 

“Tell me where to find the second quarter of the 
Key of Peace”, you say, in a firm but friendly voice. 
The MONOCULUS points East in the direction of 
the territory of the BEWO WARRIORS. More than a 
little apprehensive about this advice, you give the 
subdued creature an absent-minded pat on the head, 
and begin travelling East. Turn to 4. 





17 


The BRIMGETH’s axe whistles through the air, 
and there is an echoing clang in the great halls as you 
fend off the blow with your shield. 

The BRIMGETH parries your own sword-thrusts, 
moving with great ease, and you close again in 
battle, fighting for your life. Roll one dice: if the 
score 1S greater than your current Strength score, 
turn to 5. If the score is the same as, or less than, your 
current Strength score, turn to 9. 


18 
The southbound passage brings you to a three-way 
junction. Will you go: 


South? Turnto §82 
West? Turnto 84 
Back North? Turnto 85 


19 
The road West continues for a while before turning 
South. For a long time there is no turning until you 
come to a sharp East-bound turning. Turn to 67. 


20 
As you reach the outskirts of the city, the night draws 
near and the sky darkens. The day has been long and 
eventful, and, feeling weary, you fall asleep amidst 
the city ruins, overlooking the Western harbour. 

You awaken the next morning to the sound of sea- 
birds shrieking and screaming, fighting over the 
sparse pickings of contaminated fish floating on the 
water’s surface. Today you must hunt for the second 
quarter of the key. 

Refreshed, you walk down to the Western port 
hoping to find transport to another land. As you 
approach the harbour gate, a huge man steps in front 
of you, blocking your path. He looms above you, a 
twisted smile broadening his cavernous mouth, 
bearing sharp spears for teeth. 

His red eyes — almost lost amongst the vast forest 
of facial hair — glare down at you. You realise that 





this is the evil GORF and you must fight him to gain 
access to the ships bound for the other sectors. 
Thinking quickly, will you: 
Draw your sword and prepare to fight? Turn to 90 
Use your Power of Invisibility? Turn to 57 


21 
Eastward bound you continue on your journey. It is a 
long time since you ate or slept and your body is 
weak (deduct one Strength point). At the end of the 
Eastern passageway there is another passage to the 
North and one to the South, but no way further East. 


Will you go: 
North? Turnto 85 
South? Turnto 82 


22 
Heading South, following the coastline, you even- 
tually arrive at a deserted harbour. There is a small 
building at the harbour entrance, so you go inside, 
knowing at least that it will offer shelter. 

Inside, there 1s not much to see except for an old 
stone slab with the shape of a cross, obviously 
chiselled out by an ancient craftsman — but for what 
reason? 

If you have a small silver cross, you may turn to 78. 

Otherwise you must search for a ship — turn to 105. 


23 

There in front of you, you see a mouse trapped under 
a fallen branch. As well as Strength and Courage, 
like all great warriors you possess qualities of 
humanity and pity. As you remove the fallen branch 
the mouse scuttles away frightened, but before 
disappearing into the undergrowth it turns to you 
and says: 

“For the third quarter you must continue West”. 
Turn to 37. 


24 

The passage East is well lit by flickering lanterns 
hung from the rocky walls. Thinking this is an 
indication of life which may be friendly, or possibly 
hostile, you proceed cautiously. 

Then with no warning, part of the wall begins to 
move. You realise it is not the wall but a strange 
creature constructed of solid rock. Turn to 174. 





25 
The road continues West before coming to a 
junction where there is a road to the North. Will you: 
Continue West? Turnto 19 
Go North? Turn to 185 


26 

Disappointed, you turn back South. This part of the 
underground maze is familiar so you travel fast. The 
tunnel turns West and brings you back to the deep 
crevice. Without hesitation, you leap over the 
obstruction, but you have misjudged the distance — 
you land badly, cutting your leg and arms on the 
sharp rock. Slowly, and with great effort, you grit 
your teeth and drag yourself upwards, and finally 
make it to the other side. Lose three Strength points. 
You continue West until you arrive at the cross 
junction, and then go: 


North? Turnto 79 
South? Turnto 72 
West? Turnto 68 


27 

As you emerge from the great halls, there is a long 
narrow passage before you, dimly lit by torches 
casting eerie shadows upon the crumbling walls. 
You move warily forward following the passage 
North. After a few yards of travel, the passage turns 
abruptly, following a South-Easterly direction. Turn 
to 128. 
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28 
Green slime is dripping from the walls of the passage 
East. As you go onwards you begin to feel weary, but 
somehow you are drawn in by the seaweed-like 
vegetation covering the walls. Turn to 102. 


29 
A course is set for the Southern sector. The Captain 
intends to head due West, then steer due South 
before turning East to the Southern sector. 

The ship sets sail, but after a short time heading 
West, there is a gale-force wind blowing from the 
East — causing powerful waves to batter the fragile 
hull and swamp the decks. The tall masts groan and 
bow to the prevailing winds, attempting to win over 
the forces of nature. 

Suddenly the sails are torn like paper and the 
timber cracks and shatters. The ship is sinking. 

Can you now: 

Use the Breathing-power of the Neptunian 

Gods? Turnto 34 

Use your Power of Flight? Turnto 66 

If you have neither power, you will fail in your 
Quest, and, despite your great strength you will 
finally be overcome by the power of the sea, and 
drown. 








30 
The path to the East is long and narrow. After 
turning to the South and then back East, then South 
and finally West, you hear a haunting high-pitched 
wail like that of a trapped animal in its dying 
moments. Deciding to investigate you continue 
West. Turn to 23. 


31 
Continuing North for a while you come to a 
crossroads. Will you now take the passage: 


North? Turn to 173 
East? Turnto 21 
West? Turnto 191 


32 
The passage South is fairly short, bringing you to 
another junction, with a road to your left. Will you 
now decide to: 


Turn East? Turnto 43 
Continue South? Turnto 74 
Turn back North? Turnto 31 


33 
As you emerge from the great halls, there is a long 
narrow passage before you, dimly lit by torches 
casting eerie shadows upon the crumbling walls. 
Resolute, you follow the passage South. After a few 
yards of travel the passage turns abruptly, following a 
North-East direction. Turn to 109. 


34 
Just as you use your powers, the ship finally gives 
way and you are tossed into the cold bleak ocean. 
The current is so strong that you cannot possibly 
swim and you are sucked under, engulfed by the vast 
ocean. 

Your great Breathing-power of the Neptunian 
Gods works well, and your lungs are filled with a 
life-giving force. You remain under water until the 
storm dies down. When you surface you see a passing 
ship heading West. 

Will you now: 
Swim to the Western Harbour’? 
See if the ship will take you aboard? 


Turn to 15 
Turn to 6 


35 
After retrieving the second quarter from the BEWO 
WARRIOR, you must decide which is the third 
sector to visit. Because you have upheld the values of 
the Gods, you may now gain extra Strength points — 
throw one dice, and add this value to your current 
Strength score. 

To the East, the land is fairly flat, and there is an 
old hunting trail which seems to disappear. There 
does not seem to be an easy route to the North or 
South so it looks as though you will have to continue 
East to avoid further confrontation. Turn to 120. 


36 

The ship is bustling with activity in preparation for a 
long voyage. As one of the deck-hands 1s hauling up 
the sail, something drops from one of his pockets. It 
is a small silver cross, and you pick it up and return it 
to him. He thanks you, and then notices the badge of 
the Inter-Sector Brotherhood on your left shoulder. 

“This cross,” he tells you, “was originally given to 
my great-grandfather, by a member of the Brother- 
hood, and handed down through the generations to 
me.” You tell him of your mission, and he thinks for 
a few moments before handing over the cross. “Take 
it,” he says: “perhaps it will be of some value to you 
in your Quest.” 

You thank the sailor, and put the key in your 
pocket, deep in thought as the ship sets sail, heading 
West. Turn to 6. 





37 
Thankful for some advice, you continue until you 
come to a tall stone wall with a hole smashed out 
which looks to be just your size, and you squeeze 
through. The wall is much higher on the other side 
and you drop to the ground. 
Shaking yourself you look around to see a 
crossroads. Remembering the words of the grateful 
mouse, will you: 


Turn North? Turnto 76 

Turn South? Turn to §87 

Continue West? Turnto 25 
38 


Sensing danger, you continue East, with a strange 
feeling in your stomach. Looking straight ahead, you 
fail to notice a movement to your left — until too late. 
Out from the shadows steps a STYRONE CHAL- 
LENGER. Turn to 153. 


39 

The door has solid iron hinges making it impossible 
to penetrate. You try with all your might to force it 
open, but in vain. The route North is blocked unless 
you have three keys: a blue key, a yellow key and a 
white one. 

If you have the keys, turn to 96. Otherwise, you 
have no choice but to go back: turn to 26. 


40 

The harbour is surrounded by an iron cage, a huge 
structure, obviously designed to keep intruders out. 
Even with your magnificent Strength and great 
Powers you are unable to breach the barrier. 
Something tells you, intuition maybe, that there is a 
ship waiting to sail — but there is no way to be 
certain. 

After wandering around the cage, you discover a 
small gate, but unfortunately it is fastened by three 
gold locks. If you have three gold keys, turn to 154. 

If not you may: 

Take the road West Turn to 133 

Follow the coast South Turn to 3 


41 
Visibility 1s good and the passage East seems much 
larger than the other passages. In the distance you 
can hear the sound of running water. As you travel 
further you come across a small stream of fresh 
water. 

After taking a rest and refreshment (gain 2 
Strength points) you continue. Eventually the pas- 
sage splits into two. One route continues East, the 
other heads North. Will you choose the: 


East route? Turnto 28 
North route? Turnto 73 
Route back? Turnto 61 


12 








42 
On turning South you rest for a while before going 
further. Remembering that you are the Great 
Western Warrior, you once again go forward until 
you arrive at a junction. Will you now decide to go: 


South? Turn to 87 
West? Turnto 25 


43 
The passage East brings you to another junction. At 
this junction, will you decide to go: 


Further East? Turnto 86 
North? Turn to 79 
South? Turn to 72 
Back West? Turnto 68 


44 

As you use this valuable gift, a vision appears in your 
mind. An old gipsy stands before you in the heavens 
of the past. Offering this advice she glides away back 
to the land of the gods. 

“Here’s to the future, my young warrior. You fail 
to heed the words, but call upon me to help you. So I 
will tell you to go South where you may meet your 
death, or North or East where they love you least.” 

Confused, you say farewell to the gipsy and then 
go to board the ship going: 


East? Turnto 36 
North? Turnto 59 
South? Turnto 29 





45 
Deciding to go North, you come to a junction. Will 
you now go: 


North? Turnto 76 
West? Turnto 25 
Back South? Turn to 87 


46 
At the end of the tunnel North is another junction; 
there is a tunnel to the East and a tunnel straight 
ahead. Will you take the: 


North tunnel? Turn to 31 
East tunnel? Turn to 43 
Turn back South? Turn to 74 





47 
As you emerge from the great halls, there is a long 
narrow passage before you, dimly lit by torches 
casting eerie shadows upon the crumbling walls. 
Resolute in your conviction, you follow the passage 
East. Turn to 127. 


48 
The passage East is cold and dark, the walls dripping 
with green and blue slime. You begin to feel drowsy 
and then realise the seaweed-like vegetation cover- 
ing the walls is emitting a nerve killing gas. Turn to 
104. 
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49 
Never before have you seen a more forbidding land. 
A solid rock desert with forests of nomadic living 
plants, resting by oases of blood. 

Reptiles fill the sky, buzzing aimlessly before 
descending on unsuspecting prey. Lizards, grenchu- 
bias, quadergos and antihumanic creatures of every 
description shuffle around, cackling, bleating and 
talking. Mayhem! You do not despair, but grit your 
teeth and go forwards in search of the second 
quarter. 

As you make to move, you sense a presence 
behind you, and turning quickly, you see the fabled 
MONOCULUS in all its glory. A single eye focuses 
from the centre of its enormous torso. Its golden 
body ripples as each finely-honed muscle is tensed. 
No emotions show, only the mouth on the bulbous, 
otherwise featureless head twitches as the creature 
raises its weapon — a living organism cut from the 
nomadic forest. This may be your last adventure. 
The MONOCULUS’s Strength score is 10. 

Will you stand and fight? If you win turn to 4. Can 
you use your power of Enchantment? Turn to 16. 


50 

Continuing forward for a while, you come across a 

high stone wall blocking your route. At the sides of 

the wall there is a pathway to the West and one to the 

East. You flip a coin, and if it lands: 
Heads — you turn East. 
Tails — you turn West. 


Turnto 30 
Turn to 8 


51 
You continue to follow the dimly lit passage and 
after a short time you happen upon a little Diaphog, 
an ancient dwarf, perched upon a protruding rock. 
The Diaphog sneers at you. “You stupid Geo- 
Human,” he says, “only the first part of your journey 
and already you are doomed. You paid no heed to 
the words of Shinderg, the Supreme God, and for 
this error there will be no forgiveness — you will die’. 

With these words he disappears amidst a wisp of 
smoke, leaving in his place a multitude of poisonous 
Katalyne Spiders each bearing a mass of deadly 
tentacles. You know that despite your great powers 
there is little you can do against so many. 

As they crawl towards you, you turn to run back to 
the sanctuary of the great halls, but from every- 
Where, a million more of the evil Katalynes appear, 
each hungry for a taste of you. 

The first is crushed by your warrior boot, the 
second flung into the air by a swipe from your great 





arms, but you battle in vain — you have failed in your 
mission, before ever seeing one quarter of the Key of 
Peace. 


52 
Upon making your wish, the ship once again begins 
to move and the Genie disappears into the surround- 
ing air. Taking a Southern course, before turning 
South West, you sail for two days and nights bringing 
you to a crowded port on the North side of the 
Southern sector. Turn to 175. 


53 
One road goes North and the other continues East. 
Will you decide to go: 
North? Turnto 45 
East? Turn to 159 


54 
The now-familiar route takes you back North and 
then West until you arrive back at the cross-junction. 
Looking back you see another STONEMAN, so will 
you now: 


Turn North? Turnto 62 
Turn South? Turnto 18 
Continue West? Turnto 63 


55 
At the end of the Eastern passage, there is a cross 
tunnel. You turn your head before continuing and 
see that the STYRONE’s corpse has disappeared. 
Will you decide to go: 


North? Turnto 75 
South? Turn to 123 
East? Turnto 14 


56 

The road takes you West, then North before turning 

East, where the route branches to the North. Getting 
tired, will you: 

Continue East? 
Turn North? 


Turnto 30 
Turn to 169 


57 

Surprising him, you disappear and the evil GORF 
swings wildly, slicing the air with his mighty hands. 
You are very agile and, aided by your Invisibility, his 
blows and punches are easily avoided. Eventually he 
tires, and siezing your moment, you lash out with 
your pointed hand, arm straight. The fierce blow to 
the stomach brings GORF to his knees, and as you 
deliver a second mighty punch GORF falls dead at 
your feet. Turn to 119. 


58 
The journey to the Eastern sector is uneventful and 
after a long night at sea with very little sleep you are 
tired, but eager for action. 

As the ship manoeuvres into a small port on the 
West side of the Eastern sector, a strange feeling of 
anticipation tightens your belly and the words of 
Shinderg echo in your ears. Leaving the ship you bid 
farewell to the Captain and crew and turning to 
survey the Eastern lands you are amazed at what you 
see. Turn to 49. 
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59 
A course is set for the Northern sector. The Captain 
intends to head due West, then due North and 
finally due East towards the Northern sector. 

The ship sets sail, but after a short time, heading 
West, a gale-force wind blowing from the East begins 
to threaten the ship. The tall masts groan and bow to 
the heavy winds, attempting to win over the forces of 
nature. Suddenly the ship capsizes, throwing you 
into the vast ocean. Can you now: 

Use the Breathing-power of the Neptunian 

Gods? Turnto 34 

Use your Power of Flight? Turn to 66 

If you have neither of these Powers, you will 
drown in the cold sea, your Quest over. 


60 
Going on, the road turns South, under a bridge and 
then West. Following the road West you are faced 
with another choice, to go North or continue West. 


Will you: 
Go West? Turnto 110 
Go North? Turnto 45 


61 
Going West, you come across a small stream, and 
stop for a drink and a rest (gain 2 Strength points), 
before you continue, and arrive at another junction. 
Will you now decide to: 


Go North? Turn to 46 
Go South? Turn to 64 
Continue West? Turn to 146 


62 
Going further North, you arrive at another junction. 
You must turn back South or go East or West. Will 


you go: 
East? Turnto 48 
South? Turnto 94 
West? Turnto 13 


63 
The narrow passage brings you to another junction. 
You are by now feeling lost, but you continue. Will 


you go: 
North? Turn to 134 
South? Turn to 148 
Back East? Turn to 188 


64 

The tunnel South is very short and leads to another 
cavern. Deciding to investigate, you once again 
circle the outer walls as in the first cavern, hoping to 
find a route to the Northern sector surface. Disap- 
pointed, and about to leave, you look up as you hear 
a whistling noise from above. You are too slow; a 
large stalactite falling from the roof penetrates your 
skull. You have failed in your Quest. 








65 
As you emerge from the old halls, into the Western 
sector, there is an old city before you with a long 
winding path, like a meandering river, flowing 
through the centre of the dilapidated buildings. You 
walk warily Westward. 

After a short while you are confronted by an old 
man, crooked and disfigured through the evils of war 
and time. 

“You are wise, Stranger, as you have heeded the 
words of Shinderg. Remember those words, for in 
your Quest there is only one route to the Key. 

“You must collect one quarter from each sector, 
but visit each sector only once and in the correct 
sequence or you are doomed. For years I have clung 
to this precious box, hoping to meet a stranger 
wearing the badge of a member of the Inter-Sector 
Brotherhood. Now my task is complete.” 

With that, he passes you the small box, extracted 
from his ragged clothes, and then in an instant 
disappears. For a brief moment you are bewildered, 
but gathering your thoughts, you eagerly look into 
the old man’s box. Inside, glistening in the sunlight, 
is one quarter of the Key of Peace. 

The Key safely in your pouch, you feel pleased 
with your early good fortune. 

Still you have a long way to go before the complete 
Key is safely back in its rightful place, so you must 
press on. 

You decide to continue West through the city. 

Turn to 20. 


66 
As you soar into the air, high above the clouds, the 
wind is below you and you can safely fly in any 
direction. 

Not knowing how long your Power of Flight will 
last, you decide to conserve energy by just hovering 
above the wind and sea until the storm dies away. As 
the weather improves you are lucky to see a passing 
ship heading West. You could decide to fly back to 
the Western harbour. If you do, turn to 15. If you pre- 
fer to land on board the ship, turn to 6. 


17 





67 
Just as you turn to the East, you realise something is 
amiss. It is too late to turn back, as you are 
confronted by a man-eating CORYPLEX - a 
creature which has a black spider’s body the size of a 
horse, with long spindly legs joined at the knees by 
human skulls. 

Its pumpkin-like head turns towards you flashing 
its ruby red eyes as green saliva drips from its teeth. It 
scurries towards you with its antennae navigating the 
way towards an evening meal. 

With no alternative, you draw your sword ready for 
mortal battle. The CORYPLEX has a Strength score 
of 10. If you win turn to 89. 


68 
The passage West brings you to another junction. 
Will you decide to: 
Turn North? Turnto 31 
Go back East? Turnto 43 
Turn South? Turnto 74 
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69 
Shortly after leaving the crevice the Eastbound 
passage turns abruptly North. Following the passage 
North, you come to a solid rock door painted blue, 
yellow and white. Turn to 39. 


70 
A voice speaks from the innermost depths of your 
consciousness. 

“You are privileged to possess the gift of know- 
ledge but it is doubtful that you are using it wisely, so 
soon are you prepared to squander this great gift 
bestowed upon you by the gods. Nevertheless you 
have used it and the direction to take, already relayed 
to you in the song of truth, is the Western door. Do 
you not remember: “But where is the place for your 
journey to start, the answer is near, if you search your 
heart’? With this information you now know which 
way to go. Will you enter the door marked: 


West? Turn to 65 

North? Turn to 27 

South? Turnto 33 

East? Turnto 47 
71 


The road heads South, so you follow it until you 

come to a junction, one road going straight on, the 

other West. Will you: 
Continue forward? 
Turn West? 


Turnto 50 
Turn to 178 


72 
The route South widens, and you walk through a 
small cavern illuminated by a white light given off by 
the rocks themselves. You press on through the 
cavern, until the tunnel splits, giving you a choice of 
directions. Will you go: 


North? Turnto 73 
East? Turnto 28 
West? Turnto 61 





73 


Travelling North, the passage becomes wider, bring- 
ing you to a small cavern illuminated by strange 
white rocks. Apprehensive, you travel North 
through the cavern until you arrive at a junction. 

Deciding to rest before making your mind up 
which way to go, you see another key, an orange one. 
(You may keep it if you think it may be useful). Will 
you then decide to: 


Continue North? Turnto 79 
Turn East? Turnto 86 
Turn West? Turnto 68 


74 
Following the passage South you arrive at a cross- 
roads. Each route looks much alike so, shrugging 
your shoulders and hoping, you decide to: 


Go East? Turnto 41 
Continue South? Turnto 64 
Turn West? Turn to 146 


75 
The passage North is very short, bringing you to 
another cavern. There are hundreds of stalagmites 
and stalactites obscuring your view. Deciding to 


investigate, you walk around the outer walls. Turn to 
98. 


76 
The road North is a short one taking you to a road 
branching East and West. Will you go: 
East? Turnto 60 
West? Turn to 56 


77 

The passage South is blocked by a huge iron door, 
brightly painted red, orange and green. Even with 
your great powers it is impossible to smash the door. 
You may only pass through if you have three keys, a 
red one, an orange one and a green one. If you have 
the keys, turn to 96. Otherwise, you will have to go 
back — turn to 54. 


78 
You remember your silver cross and realise its 
significance. Carefully, you place the cross into the 
chiselled-out image on the stone slab — and it fits 
perfectly. 

At once, under the guidance of an invisible force, 
the stone rises into the air revealing three gold keys 
resting on a velvet cushion. 

Astonished at your luck, you take them with you 
when you leave the cabin. You follow the coast 
North, passing a road to your left, and over a small 
river, before eventually arriving at a harbour where 
you think you might find transport to another sector. 
Turn to 40. 


79 
Going North you come to another three-way junc- 
tion. Will you go: 


North? Turnto $85 
West? Turnto 84 
Back South? Turnto §82 


80 
The road West is another straight road leading to a 
crossroads. Will you: 


Take the North road? Turnto 76 

Take the South Road? Turnto 87 

Turn back West? Turnto 25 
$1 


After a long and well-earned rest you ask the guard 
for information which could be helpful on your 
journey. He offers to tell you of a secret passage to 
the Northern sector, in exchange for gold. Turn to 
170. 


82 
Following the tunnel Southwards, you arrive at yet 
another junction, a crossroads. Will you now go: 


East? Turnto 86 
South? Turnto 72 
West? Turnto 68 
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83 
Hours later you awake -— stirred by the absence of 
movement. You are caught by the mariner’s curse: 
stationary, the ship sits on the calm water, not a hint 
of a breeze and not a wave in sight. Turn to 166. 


84 
You feel as if you have been travelling through the 
same passage for days, but you dare not give up now. 
The passage continues West before being joined 
by three other routes. You can turn back or go 
North, South, or continue West. Will you head: 


North? Turn to 173 
East? Turnto 21 
South? Turn to 32 
West? Turn to 191 





85 


The tunnel brings you to another cross-junction. 
Will you take the passage: 


East? Turnto 24 

North? Turnto 62 

West? Turnto 63 

Back South? Turnto 18 
$6 


As you enter the passage East you are reassured. It is 
much wider than the other passageways of the 
underground maze and strangely well illuminated. 
You cannot see the source of the light but its 
presence gives you courage. Turn to 176. 


87 

A short distance further and there is a road to the 

East and a road to the West. Will you decide to take 
the: 

East road? 

West road? 


Turn to 159 
Turnto 110 


88 
Passing South out of the great cavern, the way leads 
to a long tunnel, cold and damp but well lit. Wearily 
you carry on until you come to a sharp turn taking 
you East. Turn to 118. 


20 


89 

The CORYPLEX dead, you are about to press on 
when you notice a thin golden collar around its 
neck. After putting it into your leather pouch with the 
two quarters of the Key of Peace, you continue 
East. At the end of the path there is a turning to the 
South. There is no other way to go, so you head 
South, hoping to reach the palace of GABORDEX. 
Turn to 100. 


90 
The evil GORF has a Strength score of 10. With his 
bare hands, he prepares to fight, and the battle 
begins. If you win the battle, turn to 119. 


91 

Moving South out of the cavern, you see a crack in 
the wall. You take a closer look and find a piece of 
string hanging out. You pull the string out, and tied to 
the end you see a large bunch of identical yellow 
keys. (You may keep one if you think it may be 
helpful.) You put the string and keys back where you 
found them and continue South before turning East, 
where you arrive at a junction. Will you: 


Turn North? Turnto 46 
Continue East? Turnto 41 
Turn South? Turnto 64 


92 
You should have listened to the Genie — for no 
sooner has the ship set off for the North than a 
terrible storm begins to blow up. The ship is tossed 
into the air — its masts cracking, and its timbers 
smashed like matchwood. 

You are flung into the raging, icy sea, where 
within minutes you will drown. The current will 
carry your body to the Northern sector — thus 
fulfilling the Genie’s prediction. But your Quest is 
over. 


93 
You are told that the ship has to stop first, at a small 
inlet on the Eastern side of the Eastern sector, to pick 
up some cargo before heading to the Northern 
sector. The ship sets sail around the coast heading 
East and then North, and after passing a harbour it 
continues North before turning West into a small 
inlet on the East side of the sector. 

As cargo is being loaded, you decide to investigate 
that part of the sector, which looks familiar. 

There is a small river flowing into the inlet, 
alongside a road from the West. After looking 
around you are about to head back to the ship when 
you notice a small silver cross lying on the ground, 
and decide to keep it for good luck. However your 
actions waste time and the ship sails without you. 
Disappointed, you decide to follow the coast in 
search of another ship. Will you now: 

Head North? 

Head South? 


Turnto 121 
Turnto 22 
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Travelling through the South-bound tunnel you find 
another key — a white one. (You may keep it if you 
think it will be of use). Some distance further, you 
come to another junction. You decide it would be 
best to: 


Turn East? Turnto 24 
Turn West? Turnto 63 
Turn South? Turnto 18 


95 
The STONEMAN out of the way, you continue East 
for a while before the passage suddenly turns South. 
Turn to 77. 


96 
The door swings open, groaning on its ancient 
hinges. You are blinded by harsh natural light 
shining from above, and as your eyes become 
accustomed, you see that you are at the bottom of a 
deep pit. 

Up above is the Northern sector where you hope 
to find the last quarter of the Key of Peace. 

A ladder is propped up against the wall, so you be- 
gin the climb. At the top you find yourself safely on 
the Northern sector, surrounded by a vast range of 
mountains. — turn to 135. 


97 

You take a deep breath and feel the oxygen fill your 
lungs, mixing with the pyroxen chemicals provided 
by your great powers. With one gigantic gust, you 
exhale, sending jets of brightly coloured flames 
hurtling towards the mountain of ice. Like the sea 
and wind against a crumbling chalk cliff the 
structure erodes, sending enormous boulders of ice 
crashing down. 

Turning your anger towards the approaching anti- 
world creatures another massive ball of fire heads 
towards the oncoming army. At once they shrivel up, 
and you continue your attack on the depleted ice 
formation, now a small stream flowing gently toward 
the Eastern coast. Plunging into the tepid waters, 
warmed by your fiery breath, you drift Eastwards 
towards the Eastern shores of the Eastern sector. 
Turn to 130. 


98 
Suddenly the stalagmites come to life, sprouting legs 
and arms like the ice monsters of the Dergine. Each 
limb now a deadly weapon, they converge on you. 
You fight bravely, but outnumbered you have no 
chance. You have failed in your Quest. 


99 

The tunnel to the West continues in a straight line 
for a while and then turns South. Following the 
tunnel South you come back to the cavern at the end 
of the tunnel from GABORDEX. This time, will 
you take the: 


East exit? Turn to 107 
South exit? Turnto 91 
North exit? Turn to 160 


100 
You reach the palace feeling very tired after your 
long journey. Opening the huge oak doors there is a 
long corridor leading to a solid gold door. The walls 
are made of finely decorated marble, sparkling with 
reflections from the brightly lit torches sitting on 
golden stands. 

As you approach the door a guard halts your 
progress, demanding a reason for your visit. You 
draw your sword and adopt your fighting stance. 
Rather to your surprise, the guard hesitates as he 
reaches for his own sword — he has seen the badge of 
a member of the Brotherhood on your shoulder. He 
swallows nervously and apologises, inviting you to 
pass. Warily, you walk past him — turn to 114. 


101 
As you walk along the passageway further North, it 
becomes very narrow. You side-step your way along, 
unable to turn your head fully forward to see your 
way. 

The passage continues North and then turns East. 
You manage with great difficulty to manoeuvre your 
body around the turning and, going East, you have to 
continue sideways as the passage gets no wider. 

A few steps further, and the ground gives way 
beneath you. There is nothing you can do, nothing 
to cling to, as you tumble into a deep pit. Luckily, 
you land on your feet, gaining only a few cuts and 
bruises. 

Still shaken, you are about to seek a way out when 
you realise that the walls of the pit are closing in. 
Frantically you try to scramble up the sides — but you 
struggle in vain. You are doomed to be crushed 
under a mass of earth. Your Quest is over. 


102 
It is too late, you realise that the slime is giving off 
some deadly nerve killing gas and you fall to the 
ground choking. You have failed in your Quest. 





103 
You travel East until you come to a cross junction. 
Not wanting to go back to the cavern in case there 
are other GORGS prowling the tunnels behind you, 
will you now decide to head: 


North? Turnto 46 
South? Turnto 64 
Continue East? Turnto 41 


104 
Fighting for breath, you stumble to the ground as 
the deadly gas takes its effect. There is no escape — 
you have failed in your Quest. 


105 
There is no ship in sight and, unable to fathom the 
mystery of the stone slab, you leave the building and: 
Head North along the coast? Turn to 190 
Take a road which heads West? Turn to 162 


106 
Continuing South-East, you begin to feel that you 
have taken a wise decision as the passage begins to 
widen. 

But without warning a massive anti-world crea- 
ture, brandishing a huge sword, jumps from the 
shadows. With your incredible powers you should 
have little problem defeating this creature, so you 
stand and fight. The creature’s Strength score is 5. If 
you win, turn to 147. 


107 
As you move East out of the cavern, you notice a pot 
almost hidden in a niche in the wall. On investiga- 
tion, you find it full of identical black keys. You may 
take one if you think it will be useful. 
Continuing East you come to a junction and head: 


North? Turn to 173 
East? Turnto 21 
South? Turnto 32 


108 

Continuing further East, the canyon turns abruptly, 
heading North. As you turn, you are confronted by a 
Low-life creature of the rock, a FRESPIGARD. 
Bruised and tired after your long journey, you turn 
around intending to run. But the FRESPIGARD is 
too fast for you: with a giant leap it is once again in 
front of you. 

Its great speed makes it a formidable opponent, 
but you must fight this monster to the death. 

The FRESPIGARD has a strength score of 6. If 
you defeat it, turn to 124. 


109 
You continue North-East for a short time and the 
passage gets much darker. Not knowing if you are 
travelling in the right direction, you must make a 
decision. If you think it is wiser to return to the great 
halls, turn to 184. If you would rather continue 
North-East, turn to 115. 


Z2 


110 

The road West goes straight ahead for a_ short 
distance and then turns sharply to the North, under a 
bridge and then turns West again. At the West road, 
there is a large gate to the North which cannot be 
opened from this side. To the South, there is another 
road and you decide to take it, hoping it will lead to 
the palace of GABORDEX. Turn to 12. 


111 
The second attack from the STYRONE CHAL- 
LENGER’s sword is also swift, but again you avoid 
the deadly blade. The STYRONE CHALLENGER 
has a Strength score of 5. If you win, turn to 55. 


112 
You parry the first attack, but the edge of the great 
axe catches you a glancing blow — lose 2 Strength 
points. This is going to be tough, and you wonder if 
it would be wiser to flee from the terrible GORG. 

The GORG has a Strength score of 12, and if you 
survive three fighting rounds, you may flee East — 
turn to 103. If you are determined to fight the 
GORG to the death, then turn to 103 if you survive 
the battle. 


113 
The sea journey back to the Western sector passes 
without incident. For the first time for what seems 
like years, you feel at ease. 

Shinderg does not talk, but his presence is 
reassuring. After a hearty meal and a jug of ale you 
retire to your cabin. The next day you wake up to 
find yourself back in the Western harbour. Leaving 
the ship, Shinderg by your side, you head East 
towards the old halls where your quest began. 

As you pass the place where you defeated GORF, 
you sense danger behind you. Turning quickly, you 
are just in time to block a deadly blow to your head. 
The servants of GORF are upon you. There are four 
of them — so you must fight two of them, as Shinderg 
joins battle with the others. Their combined 
Strength score is 6. If you win, turn to 129. 


114 
You open the golden door, stepping into a magnifi- 
cent room strewn with jewels, silver and precious 
stones. 

Sitting on a throne of Grigon is the great 
GABORDEX, surrounded by a small platoon of 
guards. 

“Hail great warrior,” he calls, “I am the great and 
wise GABORDEX, and you have come to take the 
third quarter of the Key of Peace. I will gladly give 
you the prize you require if you can answer me one 
question. Answer it wrongly and you will die.” 

The great GABORDEX then dismisses the mass 
of guards, picks up a piece of parchment and reads: 

“I saw some plums upon a tree, 

I did not take some. I did not leave some. 

But how can that be? 

I did take one; how many plums were there?” 

Turn to 141. 





23 


115 
Unsure of yourself, you press on until you see a 
glimmer of light ahead. Encouraged and hopeful 
you move to investigate. You find yourself in a small 
cavern lit by a lantern in the centre. Turn to 126. 


116 
The passage South remains well lit by the burning 
skulls which, although aiding your progress, give 
you a permanent reminder of death. 

Eventually the passage turns Eastwards. There are 
no longer any skulls and you begin to feel more 
secure and confident. 

The way East is now lit by bright lanterns hanging 
from the walls at regular intervals. In the distance 
you can hear a mumbled collection of voices 
intermingled with guttural growls and frightened 
howls. Travelling further you are confronted by a 
pack of wandering zombie-like creatures, hungry 
and frightened. Turn to 145. 





117 


You are wary, but the familiar, booming voice 
reassures you, and you know intuitively that this is 
no imposter, but Shinderg himself. You seem to feel, 
rather than hear, the voice of Shinderg inside your 
head: 

“You are indeed a worthy member of the Inter- 
Sector Brotherhood. Your Quest is almost over.” 
Turn to 198. 


118 
With a heavy heart you wearily continue East. A short 
lapse of concentration and you don’t see a 
PALESTRIAN GORG step from the shadows. 
Turn to 155. 


119 
The evil GORF now dead, the second part of your 
journey is just beginning. Down on the quay there are 
three ships moored to the harbour wall, each 
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captained by a young man ready and willing to travel 
to unknown and distant lands. 

You learn that there are three destinations, one for 
each vessel; the Northern, Eastern or Southern 
sector. Thinking of the words of Shinderg, whilst 
consulting your map, will you: 


Board the East bound ship? Turnto 36 
Board the North bound ship’? Turnto 59 
Board the South bound ship? Turnto 29 
Use your gift of Prophecy? Turnto 44 


120 
Refreshed after your great battles and tests of 
courage, you continue East in search of the third 
quarter, thus avoiding the nomadic forests and evil 
creatures that you have recently passed. You know 
that the last two quarters must be found on the two 
remaining sectors. 

After a few miles the temperature becomes cold, 
and as you press on you become colder and colder. 
Wondering whether to turn back, you look over your 
shoulder only to see an army of antiworld creatures 
in pursuit. Your only chance is to carry on, but as 
you quicken your pace you are faced with a massive 
wall of solid ice. With the evil creatures closing in 
you are trapped, your brain slowed by the bitter cold. 
Will you: 

Call upon the fiery breath of pyroxen? Turnto 97 

Stand and fight? Turn to 140 


121 
The journey North brings you to a harbour, where 
you think you might find a ship to take you to 
another sector. Turn to 40. 


122 
Wondering whether these are the remains of past 
travellers of the passage you begin to imagine a 
multitude of different fates which might await you, 
but concentrating your thoughts on your mission 
you keep going. A few steps further and the passage 
splits into two, one route to the North and one to the 
South. Will you: 
Go North? 
Go South? 


Turnto 101 
Turn to 116 


123 
Travelling South, you arrive at a junction. One 
passage leads to the East, the other continues South. 
Wondering if you are lost, will you now go: 


East? Turnto 188 
South? Turnto 148 
Back North? Turn to 134 
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124 

The FRESPIGARD defeated, you continue North. 
Soon the canyon turns abruptly West and gets wider. 
You can see a long way ahead. In the distance you 
can just make out a small building so you decide to 
make your way to it, hoping to find the last quarter of 
the Key of Peace. 

Going West, you pass a turning to your left which 
you ignore and as you get closer, you see the 
building is a small castle. Turn to 144. 


125 

The North route continues for a while and then 
branches East again. Following this route for a few 
paces you notice there is a small alcove in the wall 
just above your head. Feeling into the tiny space you 
retrieve a bright red key. Thinking it may be useful 
at a later time you decide to take it with you. 

As you continue, the passage turns South and a 
few steps further turns back to an Easterly direction. 
Turn to 187. 


126 

As you approach the lantern you see a peculiar set of 
symbols etched into the sandy floor surrounding the 
light. After studying them for a while you realise that 
it is a coded message written in the language of the 
gods. Although not fully proficient in this language 
you roughly translate it as: 

“Approach the lamp for blessed transportation — 
or exit into the unknown.” 

Wondering what it could mean, will you: 

Approach the lamp”? Turn to 195 

Take the exit which heads East? Turnto 51 


127 

Moving further into the unknown depths of the dark 
passageways, your heart begins to beat faster as you 
sense danger ahead. You are brave, but inexper- 
ienced as a warrior, sO you press on to investigate. 
Soon the light brightens and you can see some 
distance ahead. There is a pit dug into the floor of 
the passage and as you get nearer you can hear the 
sound of snakes, twisting and hissing at the bottom 
of the pit. Will you: 

Decide to use your power of Flight? Turnto 142 

Decide to return to the great halls? Turnto 184 








128 

As you continue down the passage, the light rapidly 
diminishes and your lack of experience makes you 
stubbornly press on despite feelings of increased 
uncertainty. 

After a time your better judgement takes over and 
you stop to think. Will you: 

Press on? 

Return to the old halls? 


Turn to 106 
Turnto 184 


129 

The Mighty Shinderg defeats the two servants of 
GORF with ease, and, with the two foes that you 
have faced now also dead, you walk with Shinderg 
towards the great halls. It seems that your great 
Quest has been successful, and that you can at last 
replace the Key of Peace in the tomb of the 
forefathers. Turn to 138. 


130 
Steadily making your way to the Eastern shores, you 
pass under a bridge, eventually arriving at the coast. 
The Eastern shores are barren, a sandy desert 
bordering a vast blue ocean shimmering in the 
setting sun. 

Already two quarters of the Key safely in your 
possession, you once again feel strong, your destiny 
clear. You look around for some form of transport 
but there is none. After thinking for a while, you 
decide to follow the coast. Will you go: 

North in search of a ship? 

South in search of a ship? 


Turn to 180 
Turnto 22 


131 

Your power of Flight works well, and you rise above 
the wandering creatures to the safety of the roof. 
Continuing East, looking back over your shoulder, a 
low part of the roof strikes your head and, stunned, 
you drop to the floor. Lose 2 Strength points. You 
regain full consciousness in time to get rapidly to 
your feet and escape the touch of the ZOMBIES. 
Turn to 182. 


132 
There is a golden stairway down into the ground and 
as Shinderg descends, you follow. There is gold, 
silver and jewels of every description adorning 
golden caskets which contain the earthly bodies of 






| 


, # the great forefathers. With your head bowed you pass 
ee i". 


each one acknowledging their greatness. 

Shinderg halts and, turning to you, he holds out 
his hand — an unspoken request for the key. Turn to 
136. 
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133 
The road heads due West and after a while splits into 
two. One route continues West and the other due 
South. Will you: 
Take the South route? 
Continue West? 


Turn to 157 
Turn to 194 


134 
After a while the passage North brings you to a 
crossroads. Will you: 


Go East? Turnto 14 
Go West? Turn to 99 
Continue North? Turn to 75 
Go back South? Turn to 123 


135 
There seems to be only one route away from the 
mass of mountains, a narrow canyon cutting through 
the vast rock desert to the East. It is difficult to 
decide what to do as you have no idea which way you 
should go. Will you: 
Follow the canyon East? 
Use your power of Flight? 


Turn to 143 
Turn to 192 


136 

As you are about to hand over the Key of Peace, 
Shinderg’s expression changes — his face no longer 
shows peace and contentment, but evil glee. Even as 
you watch, his whole body glows, fades, and then 
reappears — as a BRIMGETH, complete with 
double-headed battleaxe, fine armour, and tricorn 
helmet. 

You have met the BRIMGETH before in a 
previous Quest — a member of a small but infamous 
clan of immortal warriors. The BRIMGETH raises 
his battleaxe, briefly nods his head, and prepares for 
battle. 

Your best chance of survival now is to use your 
power of Invisibility: 1f you have any Invisibility 
points left, roll two dice, subtract the result from 
your previous Invisibility score, and turn to 197. If 
you have no Invisibility points left, you will have to 
fight the BRIMGETH. Turn to 17. 


137 

Following the road North, you cross a bridge over a 

road and a river running side by side, before 

eventually arriving at another road running East-to- 

West. Will you: 
Go East? 
Go West? 


Turn to 152 
Turn to 194 


138 
Outside of the great halls, there is a marble slab lying 
on the ground. As Shinderg steps on it, the ground 
Opens up, exposing the ancient burial ground of the 
gods. Turn to 132. 





139 
Your power of Invisibility works well and you 
quickly weave between the ZOMBIES, avoiding all 
contact with their contaminated skin and _ then 
continue East along the passage. Turn to 182. 


140 
The anti-world creatures are almost upon you, and so, 
your back to the great ice barrier, you prepare to 
fight. 

Despite the bitter cold numbing your senses you 
realise that there are in fact only two creatures, each 
using Extra-Pergonian powers to project innumera- 
ble images of horror, the deception magnified by the 
distant sun casting holographic images at tangents 
from the wall of ice. 

Focusing your mind on the truth of warriors past, 
you are able to distinguish between the two objects 
and their imperfect images. Even so you have to 
fight both monsters simultaneously. 

The combined score of the two anti-world crea- 
tures is 12. If you defeat your attackers, turn to 10. 


141 
Puzzled for a few moments, you consider the 
question. 
When you have worked it out, turn to the section 
which has the same number as the answer. 


142 
Safely over the deadly pit, you continue East until 
you arrive at a small cavern brightly lit by a lantern in 
the centre. Turn to 126. 


143 
You start out on yet another journey, tired but intent. 
As you progress nothing changes, no hint of life and 
no change of scenery, just more mountains. 

You turn round and realise you have travelled a 
long way; you can no longer see the pit from which 
you climbed. Not concentrating, you nearly miss a 
concealed passage to the North, hidden behind 
a cluster of rocks. Will you: 

Decide to investigate the passage’? 

Decide to continue East? 


Turn to 196 
Turnto 108 


DT 


144 

You approach the castle with caution. As you enter 
the courtyard, you can see the place is deserted. At 
the centre there is a stone slab inlaid with gold and 
jewels. Taking a closer look, a feeling of delight and 
satisfaction runs through your body — almost hidden 
amongst the sapphires and diamonds, you see the 
last quarter of the Key of Peace. The world will be 
saved. 

Just as you retrieve the final part of the key, the 
stone slab shatters into a million pieces and a mass of 
(lames shoots from the ground. Once again that 
unique feeling of warmth and goodness overcomes 
you. You cannot see Shinderg, but hear his voice: 

“You have done well in your long Quest. You 
have travelled to the four corners of the New World 
and faced trials beyond imagination. However, your 
task is not over yet. Remember my first words: you 
must return the whole Key to the tombs of the great 
forefathers. Because you have been brave, honest 
and true, I will be your companion for the final 
voyage.” 

Shinderg appears, this time as a Geo-Human. 
Together you leave the castle. Outside, there is a 
ship waiting in a small harbour ready to carry you to 
the Western sector. Turn to 113. 







145 

As you slowly walk forward, carefully avoiding their 
absent gazes, they begin to close in on you like 
curious but dangerous wild animals. Their skin, 
withered and soft, falls about their feet as they move 
towards you, each menacing step, a step closer to 
your death. You know that any contact with their 
infected bodies will mean sure and painful death. 
Wanting to press on through the passage without 
delay, you decide to use your special powers. Can 
you use the power of: 

Flight? 

Invisibility? 

No other powers will help you. 


Turnto 131 
Turn to 139 


28 


146 
The tunnel to the West continues in a straight line 
for a while before turning North. Following the 
Northern tunnel you arrive back at the cavern at 
the end of the tunnel from GABORDEX. This time 
will you take the: 


North exit? Turn to 160 
East exit? Turn to 107 
South exit? Turnto 91 


147 
The fight did not test your skills to the limit but 
nevertheless you are a little tired so you rest a while 
before continuing South-East. 

Looking back over your shoulder, you see that the 
anti-world creature has not died, but that some 
incredible evil power has enabled it to relive. 
Frightened by this strange happening, you hurry 
forward and after a while you come to a small cavern 
with a brightly lit lantern in the centre. Turn to 126. 


148 
You continue South for a while and eventually arrive 
at a crossroads. Will you decide to go: 


East? Turnto 21 
West? Turnto 191 
South? Turn to 32 
Back North? Turn to 173 
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149 
The passage turns East again and after a while turns 
North. A few paces further and you notice a small 
alcove in the wall just above your head. Feeling into 
the tiny space you retrieve a bright blue key and, 
thinking it may be of some use at a later time, you de- 
cide to take it along. As you continue, the passage 
turns East again. Turn to 187. 


150 
Following the road South brings you to the Southern 
coast where a ship is waiting to sail to the Northern 
sector. Will you decide to: 
Board the ship? 
Head back North? 


Turnto 93 
Turn to 156 
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IN THE WORLD OF LONE WOLF 


A NEW HERO HAS ARISEN 


GREY STAR 
THE \WIZARD 


PAGE & DEVER 


You are Grey Star. From the core of a raging storm 
you appeared—a human child, ship-wrecked 
and orphaned, a gift of hope to the exiled Shianti 
sorcerers. Ever since that fateful night they have 
raised you as one of their own, teaching you 
the mysteries of their magic in preparation 
for an epic quest. 


THE TIME HAS COME 


You must find the legendary Moonstone and with 
its power crush the evil Wytch-king of Shadakine. 
For only you can save the land of your birth from 
the cruel grip of his empire. Bul be wamed! 
Ahead lies a terrifying | {0 urney into the unknown 
where survival or death confronts you with every 
turn of the page. 








@ Over 30 superb line drawings by Paul Bonner plusa 
full-colour game map and Action Chart. 


@ No dice needed. The unique Hs system allows you 
to be Grey Star, wherever and whenever you like! 


@ First in a series of exciting adventures. Each can be 
played separately. or combine them all to create 
a magical role-playing quest. 


\~ @ Set in the fantastic world of Magnamund. 
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151 

Heeding her advice, you take the centre road South 
and eventually come across a huge gate. It is of 
strange construction and you see that its complex 
mechanics makes it impossible to open from the 
opposite side, though easy to open from this side. 

You decide to open the gate, as you must try to 
reach the Palace of GABORDEX. Turn to 71. 


152 
The road East brings you to a harbour where you 
may find transport to another sector. Turn to 40. 


153 
The STYRONE CHALLENGER, made from pure 
Grigon and controlled by the underworld gods, 
attacks with great speed. Surprised and unprepared, 
you avoid the first plunge from its mighty sword and 
then quickly decide to: 


Call upon your power of Flight? Turn to 158 

Call upon the gift of Zephone? Turn to 163 

Fight the mighty beast? Turnto 111 
154 


You discover a solitary ship, masts and rigging ready 
for a long voyage. Strangely there is no one to be 
seen, no people, captain or crew. Walking across the 
gang plank, you find a note pinned to the cabin door 
with a human bone. It reads: 

“This is the ship of mystery guided by the life 
lights of invisible Gods. It will take you anywhere in 
the New World if you can answer one question .. . 

“You play with a cube, often used, 

Six different faces telling a different story. 

You may now be a little confused, 

But answer correctly, or end your bid for glory. 

Two opposite faces will add to the same, 

And this is the way to seek. 

Say it wrong and you travel in vain, 

Answer now, let me hear you speak’.” 

When you know the answer, turn to the section 
which has the same number. 


155 

The PALESTRIAN GORG has no skin, just a pure 
white skeleton frame protecting its vital organ 
pumping blood to its exposed arteries. Each vein and 
tangled web of muscle steams like a freshly slaugh- 
tered beast. Without much time to think, just as the 
GORG raises a giant axe, will you: 

Call upon your power of Enchantment? Turn to 179 

Call upon your power of Flight? Turn to 171 

Decide to fight the GORG? Turn to 112 


156 
As you follow the road North you pass another road 
which heads towards the East coast. Deciding not to 


follow the East road you continue North. Turn to 
137. 


157 
Following the road South you cross a bridge over a 
road and a small river, before arriving at a junction, 
one road heading East, the other continuing South. 
Not wanting to leave the road you are on, will you 
decide to: 
Turn back North? 
Continue South? 


Turn to 137 
Turn to 150 


158 
You rise into the air — but too slowly to avoid 
another blow, and you are wounded slightly. Lose 2 
Strength points. The next blow is well out of range 
and you escape over the top of its head. Turn to 55. 


159 
You are now a little puzzled at the number of roads 
but you still journey forward, East, then turn North 
under a bridge until you come to a Western turning. 
Following this road you arrive at another junction. 
One road goes straight ahead, the other South. Will 
you take the: 
South road? 
West road? 


Turnto 42 
Turnto 56 


160 
You move out of the cavern, going North before 
turning East. As you turn, you notice a key ring, 
almost hidden behind a clump of rocks. The keyring 
is full of identical green keys. (You may take one if 
you think it might be useful.) 
Continuing East you arrive at a junction and 
decide to go: 


North? Turnto 75 
East? Turnto 14 
South? Turn to 123 





161 


You take a few steps back before surging forward. 
Using your great powers of Strength you leap over 
the deep crevice landing safely on the other side, 
only inches from death. Turn to 69. 


162 

The road West brings you to a junction with a road 

running North-to-South. Will you now: 
Head North? 
Head South? 


Turn to 137 
Turn to 150 
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163 
You praise the Goddess Zephone, for her magic 
works well, turning the STYRONE’s sword into 
jelly. Disarmed, the STYRONE is harmless. You 
cast a second spell, and the STYRONE evaporates 
before your eyes. Encouraged, you press on East. 
Turn to 55. 


164 
Its first blow is lethargic, but potentially fatal. You 
easily dodge its powerful limbs, but how do you 
defeat such a creature? 
The STONEMAN has a Strength score of 6. If 
you win the battle turn to 95. 


165 
The KORTEX has a Strength score of 6. You must 
fight it to the death to continue. If you win, turn to 
183. 


166 
A little concerned about your predicament, you 
search the cabin hoping to find a sextant or other 
navigational tool in order to estimate your position. 
Stumbling across the old Captain’s chest you come 
across a strange bottle — the shape of a snake, its 
mouth filled with a silver cork. You open the bottle, 
unknowingly freeing the Genie God of the Seven 
Seas. 

It appears as a grey statue, supported on a 
mermaid-like tail: “Stranger,” it intones, “I am 
grateful to you for freeing me from eternal confine- 
ment — for which I am able to grant you one wish. Be 
careful in your choosing”. Thinking you are lucky, 
will you: 

Wish to go to the Northern sector? 

Wish to go to the Southern sector? 


Turnto 189 
Turnto 52 





167 
Following the road, you are disappointed when you 
arrive back at the first gateway on the centre road. 
You know you cannot pass through from this side so 
you turn around to try again. Turn to 71. 


168 
The spell quickly cast, the STONEMAN turns into a 
pile of dust. Although an easy spell to use, your 
magical powers become depleted. Turn to 95. 


169 
Walking on, you come to yet another junction. One 
road West, the other carrying on Northwards. Will 


you go: 
North? Turn to 167 
West? Turn to 178 
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170 
You exchange the golden collar of the CORYPLEX 
for a map showing the way to the passage to the 
Northern sector where you should find the final 
quarter of the Key of Peace. Turn to 172. 





171 
You rise into the air, but the axe catches your arm 
with the first blow. Lose | Strength point. Slightly 
wounded, you fly above the GORG and continue 
East in search of the last quarter. Turn to 103. 


172 
Three-quarters of the key safely in your possession, 
there is still a long way to go. After consulting your 
map, you see that there is a secret tunnel to the 
Northern sector. It was used by the Eastern smug- 
glers in the olden days — so it may be dangerous. 

You find the tunnel in the palace grounds. It is 
cold and dark and, having no lantern, you continue 
in darkness. You travel for a very long time clinging 
to the old stone walls, Northwards. 

The passage turns West and then back North 
before finally turning East. You estimate that by now 
you must be somewhere West of the Northern 
sector. 

As you look ahead you see a faint glow in the 
distance, so more determined you press onward. The 
faint glow becomes brighter and you find the route 
now well lit by small fires burning in skulls scattered 
about the floor. Turn to 122. 


173 
The passage North brings you to another junction. 
Will you decide to: 
Turn East? Turn to 188 
Carry on North? Turn to 134 
Go back South? Turn to 148 
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174 
It is twice your size and at least eight times your 
weight. Each limb crunches as it moves. Clumsy 
joints grind like mill-stones as it comes towards you. 
Can you defeat the man of stone? If you: 
Decide to fight — turn to 164 
Decide to use your gift of Zephone — turn to 168 





175 
The ship docks, and you make your way down the 
gang plank onto the bustling quay. The inhabitants 
of the Southern sector are all HEADLEGGERS. 

Their facial features are Geo-Humanic in appear- 
ance, but where there were once ears now sprout two 
long legs. Ignoring the strange creatures, they also 
ignoring you, you make your way through the docks 
and town to the Southern suburbs, where you meet 
one of your own race from the Western sector. She 
tells you of news from the capital, relating stories of 
civil war and furthering crisis. 

Knowing your quest is now even more urgent, she 
tells you to take the centre road South, which will 
take you to the palace of GABORDEX, who has the 
third quarter. Turn to 151. 


176 
Moving more swiftly, with renewed confidence you 
travel further East only to find your route blocked by 
a deep crevice — a natural fault in the rock structure. 
Considering your situation you decide it would be 
possible to use your power of Flight or, alternatively, 
attempt to leap across using your great powers of 
Strength. Will you: 
Use your great Strength? 
Use your power of Flight? 


Turnto 161 
Turn to 193 


177 
The tunnel East is well lit, but cold and damp. After 
travelling a short distance, you hear a noise to your 
left. Turning quickly, you are just in time to parry a 
blow from a KORTEX; a creature of the earth, it can 
appear and disappear at any time, silently but deadly. 
Turn to 165. 


178 
The road goes West and after a while turns South 
again. Following the road, you come to another one- 
way gate. Once again you decide to go through, and 
on the other side there is another junction, South 
and East. After considering your task you decide to: 
Continue South? Turnto 12 
Go East? Turn to 181 


179 
As usual, your power of Enchantment reacts quickly 
and the axe blow slows to a halt just above your head. 
The GORG behaves like a friendly pet, and you put 
it to sleep before continuing on your journey. Turn 
to 103. 


180 
Shortly after setting off you see a small harbour 
barely visible beyond the brow of a distant sandbank. 
Quickening your pace you speed forward meaning to 
reach it before sunset. As you approach you realise 
your mistake. The sandbank shudders before open- 
ing up into a shallow pit, revealing a slimy green 
creature supporting two heads upon its tree-like 
neck. Spontaneous bursts of fire erupt from each 
mouth, momentarily obscuring its green mass 
among the clouds of red and yellow fumes. 

Ducking and diving, weaving and turning, you 
avoid the barrage of deadly heat with each burst 
getting closer. As you move in closer, you see that 
the creature 1s slow and dim-witted, so, seizing your 
moment you make a desperate dash forward, driving 
your sword through the creature’s heart. 

You have successfully won a battle without losing 
any Strength. Turning your thoughts to the task 
ahead you make your way towards the small harbour 
Where you see a road which heads due West. You de- 
cide to rest for a while. In the morning light, will 
you: 

Investigate the harbour? 

Take the road West? 


Turnto 40 
Turn to 133 
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181 
Travelling East for a short distance, you come to a 
sharp corner heading South. Continuing to follow 
the road, you go under a bridge, and after going 
further South then turning East, come to another 
junction. Turn to 53. 


182 
Once again you begin to feel tired so you rest for a 
while, gaining 5 extra Strength points. 

Refreshed, you move further East until you reach 
another junction. One passage to the North and one 
to the South. Will you: 

Take the North route? 

Take the South route? 


Turnto 125 
Turn to 149 





183 
Battle weary, you continue East until you arrive at a 
cross-junction. All the passageways look familiar. 
Before making up your mind which way to go, you 
turn round — the KORTEX’s corpse has disap- 
peared. Will you now: 


Carry on East? Turnto 21 
Turn North? Turn to 173 
Turn South? Turnto 32 
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184 
This time, back in the great halls, you take a little 
longer before making up your mind. Will you now 
take the: 


East exit? Turn to 47 
South exit? Turnto 33 
West exit? Turnto 65 
North exit? Turn to 27 


185 
Taking the North-bound road, you come across a 
road to the East; your pathway North is blocked by a 
wooden barrier, so you go East. Turn to 181. 
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186 
The road North brings you to another harbour. Turn 
to 40. 


187 
You continue East, and eventually arrive at a large 
underground cavern. The walls are covered with 
intricate carvings, depicting the Gods of the under- 
world performing magical rites. 

As you move round the cavern, looking at the 
carvings and reading the inscriptions, one inscrip- 
tion catches your attention. It reads: “The Gods say 
that the key to the key is three keys from seven keys.” 

You see, as you move round the cavern, that there 
are three more ways out — any of which might take 
you to the Northern sector. Will you: 


Take the Northern exit? Turnto I1 
Take the Southern exit? Turnto 88 
Take the Eastern exit? Turn to 177 


188 
You travel East through a narrow passage before 
coming to a crossroads in the underground maze. 


Will you: 
Turn back? Turn to 63 
Continue East? Turnto 24 
Turn North? Turn to 62 
Turn South? Turnto 18 


189 

The Genie informs you that it would be very unwise 
to go to the Northern sector but because he has 
granted you one wish, you must forfeit all your Low- 
Order Powers in order to change the direction of the 
ship. Will you now: 

Decide to stand by your first wish and go to the 
Northern sector? If so, turn to 92. 

Decide to forfeit your Low-Order Powers in order 
to go to the Southern sector? If you want to do this, 
turn to 52. 


190 
The road North brings you to a junction, one road 
heading West by the side of a river, the other 
continuing North. You decide that West is not the 
way to go, so will you head: 
North? 
Back South? 


Turn to 186 
Turnto 22 


191 
You are disappointed to find that the tunnel to the 
West brings you back to the underground cavern at 
the end of the passage from GABORDEX. This 
time, will you take the exit: 


North? Turn to 160 
South? Turnto 91 
East? Turn to 107 


192 
Weightless, you rise into the air, higher and higher 
until you are almost floating into the clouds. The 
mountains below seem like small pebbles scattered 
on the ground. You can just make out the canyon 
running to the East. It was a wise decision not to fol- 
low it. 

To the West, there is a small castle by the coast 
and a number of ships passing in and out of a tiny but 
busy harbour. You decide to fly down and investi- 
gate. Turn to 144. 


193 
You fly over the deep crevice with ease, landing 
safely on the other side. Turn to 69. 


194 

Following the road West, you arrive at a large lake. 
You have been travelling for a long time so you 
decide to rest and drink. It is a mistake. The water 
has been poisoned and unless you have the power of 
Self-healing, you will die. 

If you have this power, you must use it now and 
then return West to the junction. Then, will you: 

Take the road East? Turn to 152 

Take the road South? Turn to 157 


195 

A step closer to the lantern, and you are suddenly 
surrounded by a blanket of blinding light. Your body 
becomes part of time itself. You are space. Seconds 
or hours pass, you sense movement. 

The light fades as quickly as it came, leaving you 
standing on the old halls where you began your 
journey. Turn to 184. 


196 
The passage North brings you to another canyon 
running East-West. Looking to the East, there is not 
much to see, but more mountains. To the West, the 
canyon is much wider and you can just make out a 
small building in the distance. As you get closer you 
realise it is a small castle. Turn to 144. 
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197 
As you use your power of Invisibility, you seem to 
evaporate into thin air. The BRIMGETH, unable to 
see you, cuts furiously with his axe as you drift past 
him. As the BRIMGETH’s tigerish roars fade 
behind you, and you again become a visible Geo- 
Human, Shinderg reappears. Turn to 117. 





198 

“The Gods will forever be in your debt,” Shinderg 
tells you, “as will the people of the New World.” 

But Shinderg’s voice is weak, no longer the 
commanding voice of a God. 

As you pass over the Key, Shinderg once again 
speaks: 

“There will be peace in the world. You have been 
a great warrior, and I know you will continue to fight 
evil, protecting the weak and upholding the values of 
the Great Western Warriors of the past.” 

As the last word passes his lips, his body floats into 
the air and drifts over to an empty golden casket 


where it comes to rest — in Shinderg’s Tomb. Turn to 
199. 


FRONT COVER: Dave De Leuw 


199 
Your Quest over, you feel relieved. It has been a long 
journey, a Quest that will be remembered for many 
years to come. Despite your injuries and weariness, 
you find that you are already looking forward to new 
challenges, unknown enemies, and unexpected puz- 
Zles and traps. 

You feel great sadness also, knowing that Shin- 
derg can no longer help you in any Quest. But his 
memory, and the proud badge of the Brotherhood 
that you wear on your left shoulder lifts your spirits. 
Turn to 200. 


200 
You feel pride — not only in what you have achieved, 
but in what you might yet achieve in adventures to 
come. You are lucky to possess a rare mix of qualities 
— the power of reason, great Strength, and Courage. 
You will need all of these . . . if you are to succeed in 
your next Quest. 


PROTEUS was an ancient Greek God who 


could change his form to avoid foretelling the 
future, so you can see our scope for adventures is 
endless. 

If you have any comments on the magazine, 
ideas for adventures or drawings, please write to 
Proteus, IPC Magazines Ltd., Westover House, 
West Quay Road, Poole, Dorset BH15 1JG. Tel. 
| 0202 671191, ext 259. 
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ARES LAIN 


In TOMB OF TERROR...a sword and sorcery 
picture-strip in which YOU are the hero! Find out 
more as Adventure Gaming comes to Comics in 
2000 AD December 7th issue onsale December 2nd! 





@ 
CYRIL HOWE'S LTD 
14 CHEAP ST: BATH 


‘See the best selection’ 


We are TSR (D & D Publishers) main dealers. that means 
we always have everything in stock . . . 


‘Talk to the Experts’ 


jut all you need to know about island in the 
new world of fantas yland . 





‘Discount on D & D sets’ 
Attention all new gamers... 
Any Dungeons & Dragons set for a special price ol 
£8.95" 
Normal r.r.p. £9.95 


* bring this ad. tor special price! 


WE WILL HELP YOU ON YOUR JOURNEY THRU’ 
~ FANTASY LANO~ 














O O O 2) 2) oO 
Highly polished solid 
pewter buckles, ear- O 
rings, & pendants (with 
chain). Solid bronze & O 
sterling silver rings. 
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Snake B4 


Chaos E10 Earring 14" Medusa Buckle 
- Runesword P10 Pendant ? 3 
E.2 Earring F9 ‘ = 






P.2? Pendant 


499 Skeleton 


Earrings 
3.99 
























he N.1 Leather 
| Captive Neck Thong | " 
. Earrings Pewler 
Fastner 
inot shown) 
150 £ 











Grim Reaper _. 
Earrings 3.99 ~ > F 


3.99 


Reider's Axe “ ' i = Death 
P1 Pendant y i . -_ $ Pendant 


E1 Earring 3.99 

























3.99 ie 
E3 | am R3 Eagle Rin 
Ritual — « s = aonea 5 ae 
Deages : 7 RING SIZES Silver 19.99 
399 9: , SS 9"' Dragon Buckle | Please state size when 
‘ | 6.99 Pi2 ordéring Small,med, 
~ , anisole large,™ large 
3.99 






poi AI Skull Ring 
i Bronze 5.99 


: ; Silver 
fy R.2 ie 






sg ‘ : ' Te AG 
14" Black Leather 9 Dragon | 
Belts iS ML Ring Siren Ring 
Bronze 5.99 
Rei : f # Silver 15.99 
ag ee ee Bronze 5.99 
| 0 Silver 19.99 


Dungeon Bwellers 
Pack 1 Basic Dungeon Adventurers Pack 7 Monsters 
Pack 2 Basic Dungeon Adventurers /1 [Pack & Wraith Rider/ Pterodacty!| 
Pack 3 Demi Human Adventurers Pack 9 Heroic Fighters 

Pack 4 Female Dungeon Adventurers [Pack 10 Orc Warband 

Pack 5 Female Demi Human Advs Pack 11 Old English Dragon 

Pack 6 Goblin Terrorists Pack 12 Masked Mercenaries 


All £1.99 per pack except pack B £7.99, pack 11 £4.99. 


FAST MAIL ORDER 





«a Post and packing 50p any order 
® Cheques made payable to Reider Design Ltd 
* Colour brochure sent with ever order, or send SAE plus extra 17p stamp 











REIDER DESIGN LTD 6/11 TRADE 


; | 5 Braunstone Gate, Leicester. LE3 S5LH ENQUIRIES 
Alchamy & Oungeon Dwellers are now available from many good games and : 
hobby shops. Tel. (0533) 5491782. WELCOME 


- Somewhere, on the other side of your imagination . . . 
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...1S8 a world where magic really works, werewolves lurk in lonely 
forests, fell magicians plot in ruined towers, dragons roam the skies 
and ghosts stalk empty graveyards. You have your wits and a sword... 


...and a role-playing game. 


If you have ever read a book or This is what the DUNGEONS & There is your imagination, guided 
seen a film and thought ‘I wouldn't DRAGONS® game ts about. You by the rules, a few dice, pencils and 
do that!" when the hero does take on the part of a character in a paper. There are no limits to what 
something stupid, then role-playing fantasy world. This character you or the other players may 
games are for you. Imagine a story night be a dauntless fighter, a attempt. You don’t move a 
where you can make decisions and crafty thief or a skilful wizard : counter round a board — 
change the outcome. a story where — or even a dwarf, elf your character has 

you are the hero or heroine... or halfling! exciting adventures in 


a world as fantastic 
TSR’s DUNGEONS & DRAGONS Basic Set as you want it to be. 
contains everything that you need to free your 


imagination and start playing. Within 20 minutes 


you'll be on a quest. + 


TSR UK Ltd 

The Mill 

Rathmore Road 
CAMBRIDGE CBI 4AD 


Telephone: Cambridge (0223) 212517 





DUNGEONS & DRAGONS js a trademark owned by TSR Inc. 


